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C-pia! 


This magazine is distributed for free. 


Send all feedback, submissions, and business inquiries to 
TakafumiSakagami@gmail.com 


c-pia.github.io 


Something very sad nappened.. 


A 
@ VISUAL ARTS 


SNOW-and all assets pertaining to SNOW-is owned by VISUALARTS Co. , Ltd. 
This translation is an unofficial product, not permitted by the license holders. 


Over. There! ? 
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ISSUE INTRODUCTION 
WELCOME TO THE FIRST ISSUE OF C-PIA! 


Let's take a quick look at the 


contents to get familiar with In trod ucing 


what this magazine offers. 


| Every issue will begin with a short introduction th @ sta FF 


| alongside the contents and staff introductions. | 
| This issue is brought to you by: 


_Then we have 6 main articles to share! | 
semen 


= : ep 
ap What are you Reading? one of our writers | Takatru ITH torn 
| will talk a bit about a VN they've been reading. Sakagam 


; A ; Favourite VN: Tomoyo After ~1 a 
Then, we'll ask you folks at home to chime in Favourite character: ited Fu rare 
with your latest route conquests. 


| Taka here has a penchant for picking up skills. w 


My first Visual Novel was Shuffle!. 
The anime adaptation chose the wrong girl! 


i) Then planetarian, and the TLs for Kanon and 


: A\ F/SN dropped just in time to keep me reading. 
From engine breakdowns to PC98 art. Twas an addict from then on, 
Pick up a Skill Point from us! Ra ! 
a c-pia.github.io 


There's something s special about every game. 


In Something Special About... we sit down to : Ge fe i n 110 U Cc h! 4 


examine what makes a game so special. 
; i We're always looking form iG 


| A meta layer is always fun, so in C-pia Spirits | reader, submissions;) eee 
we'll sit down to talk about this very magazine.| rite 


What's Over There!? 


We glimpse into the history of neighbouring | fry 10Fy, aboutia)V.N/for 
industries to see what they were like. | iyoujwe been reading/ajnovell 


Finally, a short stroll through memories of old.| tha tecoyon ebook 


Read A Sepia Lens Look At the classics which 
impacted our lives the most. ETKS free to book? SO)if; you) 
have/something}to advertise: 
Expect fanart, promotions, get in touch! 
reader submissions and more! 


Publishing a magazine about niche Japanese games 
spanning 40 years back in 2024 is a weird move, right? 


Article Writer: 


Takafumi Sakagami 


| used to read a lot of gaming magazines when | was younger, 
before | had internet access. | never really cared about any of 
the topics, | probably wouldn't play any of the games 
mentioned, but there was something nice about hearing the 
thoughts of a fixed group of people each month. 

..the presentation was nice too. Lots of effort was put into 
making stuff look good. 

| don't quite get how they made pages look so pretty, and 

I'm the one doing the layout for this issue, so it'll no doubt 


show. 
) 5 | 29 B Ad TakafumiSakagami@gmail.com 


Once | got internet access, bishoujo game magazines became 
a real fascination of mine. Even my local magazines would 
sometimes talk about a cool unknown imported title, but being 
able to read entire magazines about Japanese games was 
incredible! 

..| say "read", but it was all in Japanese! | couldn't read that! 


‘WHY C-PIA: 


| never got to read those magazines while they were releasing, so 
maybe I'm trying to fulfil that childhood dream in a weird way. 
| blog, and that's fun, but it's not colorful and full of adverts! 


— : 
Mir: A 
TW" 


New issues of C-pia! are 
also announced on this blog! 


PisNoHate.Wordpress.com 


| was a regular writer for a newspaper, once upon a time, and the 
version of me in dream-land has worked on magazines a few times. 
If he can do it, why can't I!? 

Discussion is hard to come by; forums are dead, social media is all 
about reality nowadays, Discord isn't indexed, and... well, no one's 
talking about Fortune Arterial anymore anyway, no matter where | look. 


If the past has been forgotten, then all these old games are new, and 
that means it's the perfect time to talk about them... right? 
It makes sense, in some kind of way, and that's good enough for me! 


So fasten your sepia-tone goggles and join me in covering the old news! 


Check out our website! 


C-pia.github.io 
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Article Writer: 
Takafumi Sakagami 


_ Ina wintery town going through a recession Still young, living a life of dependency, he’s 

| (perfect timing, right?) a young couple learn of an disgusted by his own lack of agency. 

orphanage on the verge of being shut down, and His parents keep him living, and in return he 
they decide to adopt one of the older kids there, does the shopping, the cooking, all the menial 
a girl named Mai. tasks, and he hates that fact. 
But this couple already have a child, a son, and he’s Despite this, he’s also too afraid to part ways 
the same age as Mai! That's our protagonist. from his providers. 


Dear My Friend sets up the protagonist wonderfully This isn’t just told to us, we get an immediate 
well. We begin the story as Kyouichi runs errands for (and understated) example of how this mindset 
his parents, and during his walk back home through manifests in his daily life: his motion of walking 
an area best suited to finer folk than he, we get a the dog largely involves him being dragged 
lovely little line... about by the big ol’ pupper. 


"I'M NOT LIVING; I'M BEING KEPT ALIVE.” 


A map screen interface breaks up large chunks of script and allows you to He's a bit pathetic, he's a bit of a Jerk, and he If you know of any games that have cool-looking heroines that pull off 
y easily focus on your heroine of choice. grumbles a lot, so expect to read “D7fe<” alot. stereotypically "handsome guy” poses like this, mail in! ...please. | need this. 


I'm a big fan of brash protagonists, as you'll 
soon discover, so I'm all for Kyo’s flaws. 


There’s nothing showy going on in the 
overall direction. It’s a very plain affair. 
That being said, there’s some notable 
uniqueness in this one. 


@ The perspective isn’t fixed to our protag, 
instead it sometimes switches to show what's 
going on in other characters’ heads. 


@ There's also some very slight sprite 
animation, in a way. Just simple cartoony 
effects to pair with character sprites, but 
they're so slight sometimes, you might miss 
them entirely. 


Sprited parents, in my bishoujoge!? Impossible! 
~ The father's a fun guy. He's a bit eccentric, if you couldn't tell by the fit. @ The protagonist's parents are present, 
voiced, and sprited, as shown in this image 


on the left. Lookin’ young! 


And as the protag’s father is such a comedian, 
it’s as good a time as ever to bring up the 
comedy. 

I often found myself retorting to the cast’s 
dumb dialogue, only to advance to the next 
line to read another character saying the 
exact same retort as I. 

It’s not high-brow, but the tsukkomi game is 
strong here, and it’s always nice to feel 
in-tune with another writer. 


Okay, that’s enough talking about protags and 
parents. We're playing a bishoujo game, so obviously 
the main talking point has to be the heroines. 
The previously mentioned Mai is very clearly the 
“main” heroine, but I'll tell you my reasons for 
picking this game up, and it’s not Mai... P / 


I have a penchant for princely girls, but a , 
handsome heroine is annoyingly rare. More often 
than not, they're protagonists of otome games, and 
I'm not the audience for that stuff, unfortunately. 
God knows I've tried... 


Anyway, Dear My Friend has not one, but two ladies 
I'd put in my “would suit a suit” list (if I had one) so 
I'm pretty excited to play it. It’s practically the holy 

grail, as far as I'm concerned, and I didn't even need 
to summon Saber to get it! 


As a plus, the voice cast is pretty impressive. 
That silver-haired lady looking fabulous over there? 
That's Nagamura Saeka, and... well, she’s voiced by 
the lady who voiced Tomoyo in Tomoyo After and 
Kurugaya in Little Busters!, two great reasons to 

love this already great character. 


On the other hand, we have the blondie. 

Kitazawa Miyako is a tomboyish, cheeky, 
wingwoman of a childhood friend, and that 
description alone will be enough to win over some 


of you out there. 


— 


I'm fixating pretty hard on the heroine types 
I favor here, but for the sake of the people, 
I should probably mention at least one 
other character... 


pp 
) 


Lacking friends, Tsukuyo has a nontheless 
caring nature. She is, at times, a calm older 
sister type. Maybe even motherly. 

You'll see her rest her palm on her cheek, she'll 
have that mature glint in her eye... 

Then it'll pass. 


In truth, Tsukuyo is a bit immature. She’s snarky, 
loves to banter with the rest of the cast, plays 
around a lot. 


From a distance she’s an archetypal Yamato 
Nadeshiko, down to her role as a shrine maiden, 
but in a group of friends, she opens up massively. 

I think that contrast is attractive to a lot of people. 


y 


I'm still not done with the game—I developed a 
crippling Palworld addiction—but I'm looking forward 
to finishing it up. 

For a late winter vibe, this is a great pick. 


Kurihara Tsukuyo is the game’s most popular 
heroine. She’s a shrine maiden with a lot of 
responsibility, and a bit of a reputation. 


Her unique traits, plus the tattoos on her 
face, leave her ostracized and misunderstood. 
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kill Points 


It’s always good to pick up a skill point, and what better way to do so than messing with Visual Novels? 


Today’s skill point is: Image Translation. 


Article Writer: 
Takafumi Sakagami 


I did the image TL for the SNOW fantranslation, so let’s peer into the project files and see how all that UI was made! 


Let's start with something simple: the date screen. 
This date screen comes in three variations: gray, 
blue and red. The text being displayed changes to 
reflect the day the following scenes take place on. 


Our goal here is to erase the text so that we can 
place an English translated text in the same space. 
Thankfully, the background here mostly involves 
simple shapes, which are easy to redraw. 
Snowflakes on the other hand can be a bit of a 
nightmare to recreate. 


But a snowflake is symmetrical, right? Unfortunately, 


simply copying and rotating part of the snowflake 


will result in a blurrier image, and we don’t want that. 


But, as you can see in those two images, the parts 
of the snowflakes being obscured by text are 
completely different, so we can mash the two 
together to get a perfect recreation of the 
background image. 


With that solved, we can plug our text in over the 
now-empty area. A slight texture is added to our 
chosen font to mimick how the original Japanese 
font looked, but other than that, no work had to be 
done. 


In our Photoshop layer viewer, we can see the 
method of toggling between colored variations. 
Enable the red ones for red, blue ones for blue, 
and the singular gray option for gray. 


° P| ##Choose Gray/Blue/Red 


Vw 3 ##0veriay Section 


a little. 
ie 


Blue require translation. 


February 2nd 
Saturday 


With the basics out of the way, let’s step it up 


Here we have a menu with three areas that 


On the right, two buttons with transparent 
Red backgrounds and a little pattern behind them. 


Wt secondary overlay 


a. 
= 


On the left a transparent box with text inside it 
and a character sprite beneath it. 

Recreating transparent elements involves 
redrawing everything beneath them. In this 


case, we need to redraw the pattern in the 


Oo +> 


##Font Section 


textbox. 


buttons and the character sprite behind the 


An in-depth look at everything 
I did for this translation patch 
can be found on my blog! 


plsnohate.wordpress.com 


However, a version of this menu exists for every 
route in the game, and in each version, a different 
character sprite displays and different colors are 
used. 


Let’s focus on the left side for now. 
Erasing this box with text in it demands we also 
erase the character behind it, at least partially. 


= 
= hl) ber a \) 


In some cases, we can simply block out this area 
with the near-white background color, then drag in 
a sprite from the game's asset folder. 

Easy enough, if you have the means. 

In other cases... no such sprite exists within the 
game’s assets. For one character in particular, I 
had to track down an artbook detailing the game’s 
graphics, and then redraw a chunk of the sprite 
while using the images in the artbook as a guide. 


Once all of the characters have been erased and 
replaced, we need to remake the transparent box 
that was wiped-out while we were cleaning the 
backgrounds. 


English isn’t as compact as Japanese, so the box 
size needs to be adjusted to suit our English text. 
Then, finally, we can shove our font on top, slap 
on some effects, and call it a day! 


Over on the right, the erasing is a much quicker 
job, but we also need to create extra versions 
of these buttons for when the user hovers their 
mouse cursor over them, and for when the user 
clicks them. 


Both the outer frame and the background 
change color to suit the cursor state and the 
theme color of the page the user is on, so we 
have color variation toggles for both the frame 
and the background. 


With that level of editing achievable, be can 
now smoothly slide in to the higher difficulties. 


This here is the selection screen that delivers us to the 
menu we were just messing with. Click a character's face 
and you get sent to their respective page. 

Just like the buttons we edited earlier, these faces have 
color variations for when the user interacts with them. 

The character's faces light up (literally) and their names glow. 


Quite handily, I can show you everything that was remade... 


There are a lot of elements to this menu, so our Photoshop 
layer viewer is neatly organized to make things easier to 


keep track of. 


The character faces have an unnamed default state and a 
HOVER state for when they light up. 


Vt Shigure 


Vt Asahi 


Vi Ouka 


i 


> Be Sumino 


We then have a folder of character names, 
one for the default single-color state, and 
one for when the names light up and glow. 
You can simply tick the “Sumino” in the 
“HOVER” section and untick it in the 
“Defa” section to make the name light up. 


Pair these two folders together and we 
have our complete translated buttons! 


Vm Defa re VY fe HOVER 


A. 


40 Sumino fe ‘ 40 


Sumino 
> Effects Effects 
> Drop Shadow Color Overlay 


" Outer Glow 
4P Ouka fx 
Drop Shadow 


> Effects . 
P T ou fe 


> Drop Shadow 


Effects 

Color Overlay 

Outer Glow 

Drop Shadow 
So! There's a little sneak look at my files for the 
SNOW fantranslation! 
I also did some other things for the project, such 
as coding a TL note window, but... 
Let's save programming for a future skill point! 


i / 
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Return to where the promise was made: 
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@ VISUAL ARTS 


Kanon-and all assets pertaining to Kanon-is owned by VISUALARTS Co., Ltd. 
This voic ok, and the translation patch it employs, is an unofficial product, not permitted by the license holders 


bey 


Crescendo is a very nostalgic work, not because it’s 
from over 20 years ago, but because of the topic 
being covered. It’s a trip down memory lane, an 
extended highlight reel. 

Imagine that feeling you get, on your final day of 
school, of reminiscing as you roam the hallways one 
final time. 

In a simplified sense, that’s what this is: not just the 
best bits and not just the worst. What decisions led 
to today? What mistakes did you make? Where did 
you succeed? 

While filling in the blanks of the past via flashback 
sequences, you play through this final day. 


It’s because of this structure—and its clear identity 
as a Sound Novel—that Crescendo is able to use 
sound in the way it does. But... maybe I should 
explain how Crescendo sounds, first. 


Entering a quiet room at the end of the year, we 
hear the distant, muffled noise of the baseball team. 
A school bell chimes. The sound of footsteps 
outside grows louder as someone rushes down the 
hallway and into the room. A character moves 
further away, their voice grows distant. It’s the kind 
of scene you can follow, eyes closed, never reading 
the words on screen. 

All the while, the consistent voice of a piano plinks 
away, playing a mix of classical compositions and 
stylistically similar original tracks. 


The tone is, as the piano, consistent. It has one 
voice, one style, but lots of songs to sing. These 
songs are long, and varied, they loop incredibly well, 
and unless you're really paying attention, you'll 
sometimes miss that the track has changed. 

It feels very natural and down to earth, which is 
perfect for what Crescendo wants to be. 


Characters have earthy palettes full of natural 
colors, the voice acting is tame and subdued, 
the setting is simple and familiar, and it’s all 
snuggled together into this comfy little box 
where everyone nestles close to one another. 
It’s an intimate, nostalgic, bittersweet story on 
a small scale. 


For this kind of style, and for this kind of setting, 
you'd obviously want that feeling of being in a 
place where everyone knows everyone, and 
that’s hard to create — making a school feel like 
a proper school full of many lives that are 
inarguably linked to every other life there. 

That’s where the retrospective angle comes in 
to make it easy. Darting through memories, you 
get a very quick show of cause and effect, 
event and resolution, person to person. 


Article Writer: 
Takafumi Sakagami 


Playing your first route, the iconic days will stick 
in your mind, and so too will the sound of those 
days. In later playthroughs, as you play through a 
different version of the protagonist's history, the 
sound will remain familiar. 

The baseball team will always be training when 
you expect them to be, and you'll hear it. 

The school festival will always have the same 
ambience. Beneath the chatter of students, the 
girl singing on a far-off stage in a room you have 
no intention of ever visiting will be the sound and 
life of that memory. 


Nostalgia is, first and foremost, a matter of 
association. A pure description of a memory 
won't fill you with that feeling, but the 
associations your brain makes (what did that day 
sound like?) create the nostalgia you feel. 

How many of you associate certain songs with 
certain times in your life? I know I do. 

But you know what else I associate with certain 
times? Everything! 


Sometimes a day feels a certain way, like... 

when the air is heavy in Summer, and I start 
remembering my walk to school on a sweltering 
afternoon. It brings me back in an instant. 

At the end of that walk, I bumped into a friend 
who had seen the newly revealed trailer for 
Pokemon X&Y. It was January 9th, 2013. A 
Wednesday. I had a single 2-hour lesson that day, 
hence why I was heading there in the afternoon. 


Normally, | wouldn't remember things to that 
extent. I couldn't even remember what classes I 
had on which days when I was living those days! 
Those details are so pointless, so forgettable, and 
in most cases, they are... but then, when the 
weather is right, | remember it all. 


Repetition is a great way to nostalgia bait. 

You see it a lot with music in these games, and 
sometimes you get referential dialogue that 
calls back to an earlier moment. Thematic 
“full-circle” endings aren't rare either. 

But when it comes to employing sound to 
deliver a message, few games are as gentle or 
mature or meticulous about it as Crescendo. 


As a creator of games, of Visual Novels even, 
whenever I sit down to program a scene and 
plug in all the sound effects, all the ambience, 
and all the music... 

My first thought is always: 


Actually, even before it gets to that point in 
development, I'm thinking about it. 

While storyboarding scenes, I think back to a 
When it comes to replaying things, or even noisy classroom in this small Sound Novel. 
rewatching things, it takes a level of 

commitment from me. I have to decide “this is __ It’s not the only influence, far from it. It’s 


what I’m going to do” and sit down for long probably not even the best. Certainly, 
enough for the story to take over my day. Idolmaster Shiny Colors stole that award 
Opening up Crescendo again after so long, it a mere handful of years ago, somehow. 


dragged me back in. 
Hearing the rumble of a school festival after so. But Crescendo isn't a boisterous shout, 
long, I smiled. nor is it a show of luxury; it’s just classy. 


PLAYEDIT YET? 


So how do you guys feel about this one? Any Crescendo fans out there? 
I've met a bunch of Kana ~Imouto~ fans over the years, but none of 
them seemed to dig into D.O.’s catalogue for some reason. As a Key 

& Tactics fan, I don’t understand that. 


Personally, Crescendo’s one of those weird ones where | don’t really like 
any of the heroine designs, and that’s supposed to be the main draw, 
right? 

No idea why I picked it up back in the day (probably just a lack of options) 
but it was weirdly refreshing to watch a romance novel play out without 
feeling like I was gunning for a favourite. 

A big full-screen block of text with some actual prose to read through 

is always nice, I really need to play more of its ilk. 


Any recomendations? 


reon'tget eoser ~SEND US 


submissions unless 


I have readers! ? YOUR PICS! 


(BUT ONLY OF MERCH) 


To be frank, I’m not much of a merch 

person. I don’t have any grand displays to 

show off, but I've got some small things 

worth showing at least... I need to fill this — 
segment somehow. 

I also don’t really have a camera; I've got 

a 3DS, which is good enough for taking 

reference pics of my hands, and that’s all I 

ever photograph, so uh, forgive the quality. 


Leaving everything in a box may sound wasteful, 
~ but... no, you're right, it totally is. 


_* The Mai of Key corner. She's somehow the only Key figure I have, 
but she is the best Kanon heroine, and Kanon is the best Key VN. 


Like everyone, I've got a bunch of figures, 
but most of them are tucked away in their A : : 
boxes, like Lisianthus from Shuffle! here. 
I need a glass cabinet or something... 


The one statuette standing outside her box 
is my pride of place Kohinata Hayami, who 
was my white whale for a good 10 years. 

I didn’t have any money when this figure 
released, so I tearfully watched it hit the 
market and promptly vanish into obscurity. 


I've been trying to grab a Fujinami Tomoko 
one for even longer at this point. I almost 
got her at the end of last year, but I slept 
in by 12 minutes and missed my bid. 

I'm still very sad about it. 


_ @ Didn't a translation of H2O come out recently? 
How was it? Any new Kohinata fans? 


[know it's a pretty new game, and VNDB won't accept it, but... 
~ play Demons Roots. It's a fun read, the characters are great. 


Acrylic charms aren't exactly exciting, so I 
don’t get them often, but it’s a nice cheap 
way to rep something you love. 

Mine's a short list. 


SG Miss Fortune from League of Legends, 
Deathpolca from Demons Roots, and the 
seven original Interlunium idols. 

Kanon here gets the special treatment. 


 Interlunium's Kanon Mitsuboshi. Her first single 
‘Hold On' just released, so give it a listen! 


Send your photos (and their stories) to our 
email, using the topic: Merch Memories 


TakafumiSakagami@gmail.com 


Most of my posters aren’t VN-related (or 
adjacent), but I do have a couple. 

The green-haired girl here is a drawing I 
did in 2019. It was the first “proper” 
drawing of my OC (Shion) that I was proud 


of, so to celebrate making it, I got it printed 


on a slab of metal. 

She’s been out of commission since the 
start of 2022, sadly. 

The big Kanon poster is almost as old as | 
am! It came with Kanon’s Ultimate Art 
Collection, which is tucked away at the 
back of my Key corner, beside a Mai figure. 


How did I get that DVD of Kanon 2002 on 
the right? 

I was at a convention with someone 
cosplaying Nagisa from Clannad, and a 
lady running a booth called out to us to 
get a photo. 

When my friend pointed the DVD out, we 
got talking about the differences in 


Kanon’s voice acting over the years. 

My friend’s not a Key fan, just a Clannad 
anime fan, but the booth lady was very 
chatty, and mentioned using the voice 
patch I made. 

When they learned I made it, they gave 

me the DVD as thanks! How lovely is that? 


Some other doodads I'd like to 
highlight are... well, you can tell I 
haven't grown up much. 

I play Yugioh Master Duel a lot, but 
the TCG is impossible to play when 
you live in such a small place as I. 
Still, | sometimes snag up physical 
versions of my favourite cards. 

My top 3 here are Apprentice Illusion 
Magician, a plain ol’ Traptrix Sera, and 
the completely unplayable (but still 
amazing) Lightbringer Lucifer. 


* Lightbringer Lucifer was a limited card obtained 
via the Monster Strike mobile game circa 2019. 


I also love me some Digimon, so 

here’s a crest from Digimon Adventure, 
as well as my Vital Bracelet, a 
Tamagotchi smart watch hybrid thingy 


which currently has Kuzuhamon Miko A . 
Mode occupying it. Am | 4 
I'm working on a mod for this thing, but UST _# 
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it’s a lot of work... 
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There's definitely nothing forsale 
around here that brings joy. 


A special workshop pressure machine. 
te! don't have enough money. 
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HOW HARD 
CAN IT BE? 


I'm a pretty poor artist, but what’s a magazine without a mascot? 


I've seen mascots before. They wear maid outfits, 
and have cat ears, or robot ears, or rabbit ears. 
Slap a weird ornament on them, a bell, a jigsaw 
piece, and give them a magical girl wand. That's 
all of them, right? 
That was the 
image I immediately 
had in mind, but a 
moodboard makes 
an aesthetic, so I 
gathered together 
the first character 
designs that came 
to mind. 


We've got Multi from Toheart, Nurse Komugi, 
Cardcaptor Sakura, Magical Pokaan’s Yuuma, Chii, 
Mahoro, Taruto, Pururin, and of course, Dejiko... 


It’s a bit of an eclectic mix, and to be honest, 

their overall aesthetic isn’t something I’m familiar 
with drawing, so I decided to reign in the madness 
to focus on less things I have no idea how to draw. 


So, after some trialing, this is what I ended up 
with. I've never drawn retro, but I used to draw 
Hinoue Itaru eyes in my school notebooks as a 
kid, so I brought those in. 

My OC Shion tends to wear long flowing skirts 
and detached sleeves, and I've drawn a lot of 
collars before, so those are all in. 

Also I have no idea how cat ears are supposed 
to connect to a human head, so I covered it 
with a flower. I may not be capable, but I can 
be smart sometimes. (This is foreshadowing.) 


And finally, | don’t know how to replicate those 
volumous early-'00s hairstyles, but I've always 
had a knack for ponytails, so I gave up on 
trying to figure out how to draw hair and I 
made her tie it up. 


For colors, I wanted to embody the magazine's 
namesake: “sepia”. Nostalgic, earthy tones. 


When I think earthy tones, I think coffee beans. 


Well, coffee beans and Photokano for some 
reason... So browns, dark greens, dark blues. 


Typically, this is where I'd stop in the design 
process. I'm not well suited to being an artist; 
I'm lazy and in search of instant gratification. 
Lacking patience, I'd normally hurriedly turn this 
into a vaguely “complete” bit of artwork and 
then I'd move on. 


This is the most complex > 
design sheet I've ever made 


But for our mascot here, that’s not sufficient, 
and there are two main reasons why: 


@ It's not enough. Parts of the character are 
hidden, we get no expressions, accessories 
lack detail, so on and so on. If anyone else 
wanted an understanding of how this girl 
looks, this wouldn't fill them with confidence. 


@ | can't replicate this. Forget about others for 
a moment, if anyone needs to be able to draw 
this character, it’s the person who designed 
her! 


Remember when I covered up the ear-hair 
connection with a flower? For an individual drawing, 
covering up the bit you don’t understand is fine. 
But you can’t cover it up forever. If you don’t 
understand it from one angle, will you be able to 
draw it again from every other angle? No. 

To put it bluntly, I don’t know how this girl’s head 
works. How does it look from the side? No idea. 
From behind? Even less of an idea. 

How am I supposed to draw her if I don’t know what she looks like? 


« VN-maker's habit: draw 
expressions than you'll actually use. 


A wiser individual would seek out reference material on the internet, or take a photo 
of themselves wearing a nekomimi headband, or something along those lines... 
but I'm not wise; I'm sticking to my established character flaws! 


So, with these things in mind, I first began fleshing out the sketch with clearer details. 
Seperating the bangs from the ears from the back of the head. 

Deciding what the back of the head looks like. Giving the ponytail a defined shape. 
For the ears, I decided to wholesale ripoff Sakura’s wand. 

C-pia’s mascot here is nothing if not derivative. 
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As you can see, the outfit remained almost 
identical to the sketch version, but the face 
changed a bit as the drawing progressed. 

I wasn’t intending for it to morph into a 
Hinoue Itaru-esque face shape, but it’s the 
only style I've half-way studied, so it just 
ended up like this... 


The choice of colors are largely as 
described before — Sepia. Still, 1 wanted 
to make some of the reds more vivid 
than plain old earthy, as a way of 
injecting some attitude into the design. 


As a mascot for a magazine about VNs, I 
wanted to make sure she could pull off that 
smug “you didn’t read the VN?” 


ee vibe every reader has emitted at 


one point or another, whether 
we're proud of it or not. 


While typing this, I mistyped “or” 
as “ort”, so you can tell which 
fanbase was on my mind. 


And with that, our mascot has been 
officially born! I imagine it's a bit of a 
y Minky Momo situation where she’s born 
“on another planet but brought to Earth 
— s0 she can grow up here, for some reason. 


This young caretaker of old games has a whole 
lifetime of free time to spend on geeking out over 
niche VN lore. She certainly has the energy for it. 
So step into her library of old CRTs and dusty 
boxed copies, pick your favourite packaged game, 
and tell us all about it! 


If you'd like to share your artwork of C-pia’s mascot, you can reach us via C-pia’s website! 
Finding new artists to support is harder than ever, so if you have websites or portfolios to share, 
send 'em in along with a drawing of our new mascot OR your favourite VN/anime character! 
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It’s been three years since Dragon Slayer hit the scene. 

That time spent adventuring through a world, solving puzzles, 
running from monsters and spirits, made for a fun arcade experience 
from the comfort of your own home. 


Since then, we've had grand RPGs such as Mugen no Shinzou, 
which eschewed graphical improvement and audio design for a more 
in-depth combat system (and a lot of pauses to load the game), as * 
well as evolutions on Dragon Slayer's exact formula with titles like 
Courageous Perseus and Hydlide. ! 


It’s been a good few years for experimentation:and, growth. 

Zelda and Dragon Quest showed how much room there is to refine | 
and improve upon the ideas of previous creators... but in my opinion,y 
it’s here in, 1987 when the industry's output became truly impressive. 


Ys: Ancient Ys Vanished isn’t a world away from the foundation 


full of enemies, collect items that let you progress further... it’s not 
mind-blowingly different from what\we’re familiar with. 

Some of the depth designed by other popular games these past few 
years have been’brought over to Ys as well. There are towns, shops, 
peaceful characters to chat with, all presented with stunningly 
beautiful visuals and one of the best'soundtracks of any video’game 
yet released: : 


It took but a few seconds, as the title’screen faded into view)'that 


the power of/Ys’ presentation hit'me: It's a magical moment, and that 


magiciremains well on into a playthrough of the game. 


.need'to prioritize certain'equipment overgothers= 


money, but it’s'invisible;so you're never. going to.find it at the start. 


Dragon Slayer settled. You're dropped into a world, you “explore lands 
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The scale of things is surely the next'thing you'll notice. Ys drops 

sus into a cute town that is'relatively large compared to previous 
games’ settlements. I'd guess it’s around six screens in size maybe?™_ 
This is no Pokémon, you could get’lost'if. you're not keeping track ~ = 
of your movements. 


Thankfully the: game’s manual comes with a handy map; as well as & 

a bit of backstory. You can.save reading that for. when you begin_ 
playing, because there's a bit of the usual trialland error to begin 
with. Don’t expect Druaga’s levels of torture, but you'can mess up | ’ 
‘very easily and make the game unplayable if you.don’t}go through . / 
the right steps: ite Veet hag 
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The NPGs thankfully guide’ you}towards how, to get your? starting 


money, but what you spend thation is up\to you,and... you really ~ | 
XL 


I did later find’an item hidden outside'theitown walls that gives i 


~~ Zo 


But once I'd figured out the solution to the first couple minutes— 

replaying through this segment a few times 'while*skimming,through 
theigame's'manual—I began'my adventure into the overworld, a far 

easier adventure than‘the previously mentioned games offer. 


— 4 all - 


Along your journey, you'll collect the books of Ys, which tell of an 
ancient. lost civilization (hence the title Ancient Ys Vanished”) 
that got messed up by a calamity which itself, randomly vanished. 
The people put together some. failsafes in case such a thing 
happened again, but those failsafes have mysteriously begun to 
disappear, and some of the books) are missing: Itis areal mystery. 
Eventually youjll reach the coe Poment it'sitime to’switch over to 
disc 2. i 

This second halfjof the game, =setii in the Tower/of Darm, is an 
entirely different experience. Capturing some of that Star Wars spirit, 
you and a squad of renegade fighters break into the.tower and climb 
up its 20-something floors, all while a single song plays. 

You don't level up anymore, you lose your gear at'the start of it, 
and)you're stuck inside until the end: 


# Pictured: on the left, Ys (PC-88, 1987); on the right } 
The Ultima influences aren't quite as immediate as in older games, but Sara's scene is pretty blatant. 


= 


It's like a completely) different game, sometimes tedious, sometimes 
i I beatit fup some ‘enemies, stumbled into a cave where a monster had — exciting. There,are bosses} mazes, teleporters, indoor and outdoor 
© 8x my health pool, ran’away,in'a panic,|and then I remembered areas, a bit of backtracking (annoyingly), and I spent more time in 
seeing that,map in the;manual. I followed it to find an arguably this one tower:than I did in the:rest¥of the world! 
visible pathway to the next area. It’s a village, and there's a quest : : 
# to'follow! I went up a mountain\to a shrine, stepped inside, andjmy 
} godithe music here is incredible. As soon as I entered this) strange _ 
l Old building;'I was convinced I'd enjoy this game. he 
The artwork and music are incredible. 


« Floors in the Tower of Darm aren't just indoor levels bridged by staircases. Circling the outer balcony 
of the tower can take you to different places. You best remember which directions you've taken! 


I'm not sure I liked this second half as much as the first, but it’s still 
very interesting. Items feel a lot more important since you can’t just 
level up if you're struggling to beat stuff, and the final boss even 


‘As usual, you delve through floors of a dungeon inside, defeat counters the’cheesy “stand on one tile that the enemyjnever 
enemies, solve puzzles, get;new items, conquer bosses, save a shoots at” technique I'd been developing as a way;to)beat ranged 
= girl trapped insideall,the) good stuff. bosses without breaking a sweat. < ; 


Part-way through, I took a break to beat up the enemies in that cave 
I was scared of earlier, netting some great items for finishing up the 
shrine. 

I had a blast the entire time. and it’s still as beautiful as ever, but I dearly) Pnissed the sense Ge 


exploration the big open world of the first disc had. 
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as one of the genre’s greats: 
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C-PIA 


Do you have any opinions, memories, or projects 
you'd like to highlight? Mail them in! 


@ 


| was never the kind of person to send mail to any of the 
magazines | read as a kid. 

My thoughts on games and shows were mostly negative, and the 
things | liked most were too niche for anyone else to care about. 
What magazine would print a page about New Roommania!? 


| wasn't the world's greatest artist, so sending them a drawing 
was a no-go. | wouldn't win a competition, so why participate? 


Now | sit here, writing my self-indulgent magazine, realizing that 
the spirit of a magazine isn't quite there without two things: 
industry updates and reader submissions. 

Opening up a copy of Dengeki G's or Animage, my eyes inevitably 
get stuck looking at fanart. 

| stare at the reader-based rankings and think "so that's what 
people like." 


There was a novelty to it, as if | was glancing at the beginning of 
the beyond, but this first volume of C-pia! is little more than a 
dressed-up blog. 


So if you've been playing something that suits C-pia's style, tell us 
what it is. It doesn't have to be anymore complex than that! 


If you've got some short thoughts on a game, send ‘em in! 
Wanna write an article? Ask for a page or two! 

If you own some merch you're proud of, snap some pics and mail 
them over! 


Visual Novels are the main focus, of course, but anime, shmups, 
RPGs, simulators, rhythm games... anything on the fringes is 
welcome. 

Puyo Puyo has as much place here as Portopia and Phantasy Star, 
it's all old good stuff. 

Modding an older console? Tell us how it goes! 

Uploading a retro-focused video? Let us know! 


WANTS YOU! 


Reader Submissions 


Writer Submissions 


Business Inq 
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Check out our website! 
C-pia.github.io 


Some formal instructions of how to send things in 
are given at our official website, so if you're the kind 
of person who needs some guidance before feeling 
confident in sending mail, we've got your back. 


Also, be sure to keep your submissions positive! 
We're not here too poo-poo on other industries, or 
modern games, or to fixate on whether things are 
overrated or overhated. 


We can like old things, we can like new things, and 
we can like a lot. Let's focus on the things we love! 


Okay, so sandwiched inbetween the previous page 
about reader input and the upcoming article about 
a habit ONE “Kagayaku Kisetsu e’ instilled in me, 
we have the perfect opportunity to talk about a 
topic I've never had the chance to talk about with 
anyone before. 


Have you ever picked up a habit from a novel or 
show? 


I don’t mean a reading habit or a watching habit, 
I mean... something mundane, something everyday. 
Let me illustrate with an example. 


A very very long time ago there was a game named 
Da Capo, and in that game, there was a heroine 
named Shirakawa Kotori. 

Kotori’s unique charm was well-punctuated by the 
way she said hello whenever you ran into her. 


“Chiwassu!” 


I loved that, I stole it, and many many years later, 
it's ingrained in me. It was quite purposeful, and I 
remember exactly where it came from. 


One day, a few years ago, a friend asked me why I 
used something like “chiwassu” instead of 
something more normal like “chissu”. 


Digging through the Da Capo novel to grab some 
footage of Kotori using it was way too much work 
for a casual conversation, so instead, I quickly 
pulled up the anime adaptation. 


I was planning to capture a scene where Kotori 
introduces herself, but... I hadn’t seen this show in 
so long. So long in fact, that someone born the 
year I saw it would be an adult today. 


So color me surprised when, upon hearing Kotori’s 
nostalgic greeting, I realize that it wasn’t the only 
thing I stole from her... 


While saying “chiwassu”, she does a little salute. 
At some point in my life, I had begun using that 
salute motion while greeting people, and 
somehow, I had forgotten it came from Da Capo! 


That's just the most obvious one I'm aware of, 
but I'm sure there are lots of strange habits I've 
picked up from entertainment over the years. 
Though if they're anything like that salute, I've 
forgotten I ever stole them from something. 


I can, however, point out the ones I remember 
quite clearly. 

The Myself;Yourself anime adaptation includes 
a scene where the protagonist rests atop his 
bed, contemplating the melodrama resolving 
around him, and in that moment, he rests his 
wrist on his forehead. 


I don't like Myself;Yourself, so I hate that I 
ended up picking up a habit from its anime 
adaptation of all things, but it’s second nature 
to me. 

For some reason, when I'm caught up 

in thought while laying in bed, my wrist ends 
up resting atop my forehead... 


I have to actively stop myself from doing it now 
because it places a lot of stress on the wrist 
and my wrists are old and frail from years of 
drawing, typing, gaming and a splash of guitaring. 
If you're reading this and you have this same 
habit, stop it! It’s not good for you! 


So yeah, there’s a couple quick examples to 
explain exactly what I mean. 

Do any of you out there have any similar 
stories of habits you've picked up, whether 
you were aware of it at the time or not? 


I imagine for most people, it'll involve 
speaking habits. How often do we pick up 
phrases to use “ironically” and then find 
ourselves stuck using them unironically? 

I don't even use Twitch, but I've somehow 
ended up adding “sadge” and “copium” into 
my internal monologue. How'd that happen!? 


But body language is the more interesting 
one to me, because... I don’t know if many 
people out there actively think about their 
body language long enough to forcibly 
build up habits that aren’t just a sign of 
you going through a phase. 


I'm over here doing the head-rotating 
motion of Espeon’s attack animation in 
Pokemon Colosseum on the regular, all 
because it played so frequently that the 
motion burrowed its way into my brain. 
That's a psychic type for you! 


ESPEON used © 
CONFUSION! 


Anyway, that’s my ramble over. 

Send in your stories, however small or 
simple, and maybe they'll get a highlight in 
a future issue of C-pia! 


As always, the website address is: 
c—pia.github.io 
and the email address is: 
takafumisakagami@gmail.com 


Now, onto an actually good article... 


A Sepia Lens Look a 
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To those who knew me before picking up this issue 
of C-pia!, it should come as no surprise that I'm a 
Key fan. 

For those who don’t know me, I've worked on the 
Kanon voice patch for a decade. I made the 
all-ages patch for Air. My internet moniker—which I 
first used in the Shuffle + Da Capo + Clannad 
social MMO AiSp@ce—was greatly inspired by the 


younger sibling of a Clannad heroine named Tomoyo. 


I made a mod for Little Busters!, and well, any more 
recent than that, you leave my area of expertise. 


So it should come as no surprise that I’m a massive 
fan of the Tactics classic ONE. Funnily enough, a 
remake recently came out, so this is quite topical 
now. Maybe a handful of people will feel the magic 
ONE filled my heart with as a child. 


A modern remake was developed by Novamiscus. It released for PC and 
Nintendo Switch late 2022, in Japanese, Chinese and English. 


More than being a Key fan, I'm a Maeda Jun fan. 
Even when he was the “other guy” to Hisaya, in my 
mind, Maeda was undoubtedly a more interesting 
creator, regardless of any poor prose or pace his 
works may have been criticized for. 

Moon. was my jam (the demo Maeda made is still 
one of my main inspirations to this day) and my 
favourite Kanon route is easily Mai’s. No question. 


Tomoyo After’s original release—the version before 
Tonokawa Yuuto infamously took a scalpel to it—is 
my favourite Visual Novel full stop, and Owari no 
Hoshi no Love Song is criminally overlooked despite 
it being some of Maeda’s best work. 

I have a lot of misgivings with his post-Owari no 
Hoshi output, but his earlier work was amazing, and 
I'll shout that louder than anyone. 


Article Writer: 
Takafumi Sakagami 


However, even though I do love Maeda’s routes 
in ONE, and I firmly believe it’s his writing style 
that defines nearly all of ONE’s unique appeal... 
he didn’t write Misaki’s route, did he? 

That's right. Bring out the fanclub, dig up the 
surprisingly well-populated list of people who've 
publicly named Kawana Misaki their wife, and 
let’s host a sunset celebration! 


//'M A MISAKI FAN 


In 202 3 after avoiding it for so long, I 


contracted the big bad pandemic-—level threat: 
Covid. 

I got lucky, there was only one symptom, 

and it was the worst headache I have ever 
experienced. 


Unending, dizzying, shooting sharp pains through 
my body. But there was a quirk to this headache, 
an easily—exploitable quirk that allowed me to 
ignore it entirely... 

It went away when I closed my eyes. 


I was far too young when | first read ONE, quite 
impressionable, and my favourite route 
happened to be Kawana Misaki’s. 


ONE has a bit of a mixed identity, but a fair 
amount of the heroines have an impairment of 
some kind. 

Misaki is blind. 


In one scene, the dumb, insensitive, barrel of 
laughs protagonist Kouhei decides to turn out 
the lights in a room he’s rarely been in, out of 
pure curiosity. 

In that moment, as he genuinely tries to navigate 
an unfamiliar environment without sight, tripping 
over a bin in the process, he’s terrified. 


The realization of how important 
what you've taken for granted truly 
is, and the idea that you could lose it 
in an instant, was quite impactful at the time. 
I never wanted to feel that terror, so I started 
closing my eyes. 


I lived on a very busy street at the time, always 
swarming with tourists. It was impossible to walk 
without rubbing shoulders with two others. 
Footsteps enveloped that world. 

The day I first attempted to walk down that 
street without sight... 

It was as if a thousand voices called to me. 

With each step, a lifetime of experience. 

In each store, I could hear a family far from home. 


It was the kind of environment that Covid erased, 
for a time, but it taught me to live blind, and now 
I'm thankful to have avoided the worst as a result. 


I'm lucky enough to have the choice to see; lucky 
enough to have the option to not. 

I'm sure given enough time, I'd have always 
realized how lucky I was, but without Misaki, I’m 
not sure I'd have understood that. 


ONE ~i8< 28“ 


I realize how trite it is to parade around someone In 20 1 8 a friend I made in that MMO, 


worse off than you as an object of pityporn, for 
distant viewers to say “oh they're so brave!” to. 


Call me a jerk, but I hate that stuff. I love cats, 

but if Youtube tries to peddle me a video of a stray 
kitten being lovingly raised while sentimental music 
plays and on-screen text exposits a heart- 
wrenching backstory, I’m blocking that channel. 


I wasn’t born the kind of boy who gets his socks 
off from sympathising with the unfortunate. 


I WAS BORN, AND THE WORLD 
A LLOWED ME TO BE WE. ‘A K I did. We lived through the same days, and yet... 


marketed itself as an MMOVN. It was nonsense, 
basically just a chatroom with some RPG bits, 
but I somehow ended up spending a couple years 
of my life there. 


A lot happened, the kind of stuff you only hear 
about in Reddit threads and Youtube videos about 
crazy MMO events, and to me it was all very 
personal. 


Any hopeless MMO addict will tell you, 

they're the best and worst years of your life, and 
they really do become your life. 

The memories I made there are close to my heart, 
even now. 


(formed out of our mutual love for Owari no 
Hoshi) sent me a poem of her memories playing 
that game. 

She was a distant person who wouldn't get 
involved in things directly. 

She was an observer who watched from afar, 
not the kind of reckless person who would walk 
into a crowd while pretending to be blind. 


She wouldn't have walked that busy street like 
I did, wouldn't rub shoulders with a thousand 
strangers each day. 

For a time, she saw all the same things 


To me, they are memories; to her, they were 
observations. She knew of the people I knew, 
but she didn’t know them. Her perspective was 
so nostalgic, so familiar, but so detached. 


A young Taka decided to close his eyes and 
step into the crowd, and for her own reasons, 
my friend chose to do nothing but watch the 
crowds from afar. 

Even today, I still feel it. A thousand voices 
call to me whenever I step outside. My eyes 
long to remain shut. Maybe, by now, I've taken 
that for granted... 


By all regards, she’s a more normal person than 


I, but to see crucial events of my childhood 


described so unemotively... Well, she was always 


a bit lacking in emotion, but still... It made me 
realize that I may not be ready to hear others’ 
opinions on the things I write. 


As you may be able to tell from the amount of 
names involved with the creation of this magazine, 
I'm a very isolated creator. 

I learn to make the things I want to make, partly 
because I want to be capable, and partly because 
there’s no one else. 


I've really been working with just my own brain for 
over a decade now. Before that, I was stuck at 

a school I hated, wasting my life away. 

There was never the time in this eternity of mine 
to ask for another's opinion, to ask for their help. 


But today, a single voice calls out to you. 

Will the world I write be like wandering through a 
crowded street of lives? Or will it be a sight for 
detached observers to comment upon? 

Like with life, I’m sure it'll be a mix of both. 


For most, that scene in ONE where the goofy 
protagonist switched off the lights will be a quick 
forgettable bit of comedy, but for one boy, it 
changed his life. 

The author of that scene will never know. 

I'll never be able to tell him. That’s just the reality 
of things. 


If people love a scene | write as much as I loved 
that scene in ONE... 

I'll probably never know. 

If my friend hadn't shared her perspective on the 
days we spent together... 

I'd have probably never known. 


Perspectives are a strange, incomprehensible 
thing, like the thousand people I pass each day, 
all living lives I'll never understand. 


You could be one of them... 
But you'll probably never know. 


THANKS FOR READING! 


SOURCE PLEASE: BLS clearer. 
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Cast of Kanon. 

Furukawa Nagisa from Clannad. 

Kohinata Hayami from H2O -Footprints in the Sand- 
Tainaka Ritsu & Akiyama Mio from K-On! 
Deathpolca from Demons Roots 

Shion by Takafumi Sakagami 

Nausicaa from Kaze no Tani no Nausicaa 
Apprentice Illusion Magician & Traptrix Sera from Yu-Gi-Oh! 
Lucifer from Monster Strike. 

Kuzuhamon Miko Mode from Digimon. 


26 - Have you Ever...? 
Shirakawa Kotori from Da Capo. 
Screenshot from Da Capo. 

Screenshot from Da Capo If (anime). 
Hidaka Sana from Myself: Yourself 
Screenshot from Myself;Y ourself (anime). 
Espeon from Pokemon. 

Screenshot from Pokemon Colosseum. 


27 & 28 - A Sepia Lens 
Screenshots & logo from ONE ~Kagayaku Kisetsu e~. 
Artwork from ONE.'s website. 


C-pia! 


This magazine is distributed for free. 


Send all feedback, submissions, and business inquiries to 
TakafumiSakagami@gmail.com 


c-pia.github.io 


